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Control pad 
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SELECT button START button 


A BUTTON - WEAPONS 
B BUTTON - JUMPING 
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Press the START button during the demon strati on to display the game and press the 

start button again to begin. 

If you wish to pause, press the START button. Press the START button again when 
you wish to resume the game. 

The highest score to date remains when you press the START button. 

Press the ^ CONTROL pad to choose between game stages, to continue playing 
when the game ends, or to begin a new game. 

You may only choose stages 1 
stages by playing the game. 
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2. Retrieve aft the presents 

visible on the current 

sueen. If you fail you 

can t proceed to the 
next area. 


3, Von must avoid 

Nyamco s and other s 
intervention by using 

weapons. 


I. Get the presents back 

and take them to 
Mapico's castle. 


1. When Mappy s body and an enemy s touch (except while Mappy‘s jumping on a 

trampoline], 

2. when Mappy fails on the ground (except when falling from a trampoline). 

When you lose the last Mappy the game is over. 
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4. To go up or down use 

ladders or trampolines. 


5. When you have re¬ 
trieved all (lie presents 
go to the exit on the 
right-hand side. From 

there you can proceed 

to Che next area. 
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This Mappyland has four stories. The goal of story 3 is to retrieve a piece of cheese 


The goal of story 4 is to retrieve a ball for Mappy Jr.'s birthday party. 


Each story consists of eight areas. Mappy letrieves the presents in the areas and 

apico is waiting. Nyamco wears a different 








costume in each area 
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To be used when in trouble. The A button operates the weapons. 

When the weapons appear you must pick them up by moving underneath them. 
Collected weapons are displayed on the screen and you can get them from the right 
side of the screen when you need (hem by pressing the A button. 


Each area has one of the "Weapons foi Fighting which can be retrieved by moving 

underneath it and jumping up to get it. Defeated enemies won t come back for a 

while It's a very effective way to score and to gel through double spots. 
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Nyamco dances 
around gold coins. 


Mukies dance 
around toys. 
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press the MOVE button when you wish lo gel back to the Moor while Mappy is 
bouncing up. If you land on the red trampoline you will lose poinls, 
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When you mix “Weapons for Protection' and 'Weapons lor Fighting you cun defeat 
most of your enemies at the same time and score a lot of points. 

For example; After distracting Muky with toys (weapons for prelection) use the 
Fireworks and Pulleys (weapons for fighting) to add to your score 
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You can jump above ihe enemies, but this irick must he used only in trouble spots. 
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In Hits case you must find a secret entrance which will lake you into a sub-area. 

Here you must find the item which is needed lo go on to the next area. 

For example, in the sixth area, after retrieving the key, you must find the secret 
entrance Into Ihe church, and locate the cross. When you have done Ihis you can 
proceed to hie seventh area. 

In some areas, you must find a certain spot and then jump to enter Ihe sub-area; For 
example, in the Third story‘first area, you must go between the first and second 

cars of the train, then jump. 
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